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Today you are 
you! 
That is truer 
than true! 
There is no one 
alive who is 
you-er than 
you! 
You have brains in 
your head 
You have feet in your 
shoes 
You can steer yourself 
any direction you 
choose 
The more that you read, the more 
things you will know 
The more that you learn, the more 
places you’ll go 
You’re off to great places! 
Today is your day! 
Your mountain is waiting, so... get on your 
way! 
Dr. seuss 
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